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TEST-DRIVE A STARSHIP WITH 
INTRODUCTION TO STAR FLEET BATTLES 


INTRODUCTION то Opening Introduction to Star Fleet Battles will place you in the 
З = SATUS comand chair. Its easy-to-grasp steps will prepare you to com- 
mand a starship in combat. Each step features an exercise or 
battle for “hands on” experience of the new rules 
presented. 

Players will begin with the basics, and then 
move on to meet a challenging, robotic op- 
ponet. Later, you and a friend each com- 
mand a starship and, using abridged 
rules, fight many different bat- 
tles. In time, you will be able 
to hold your own against 
even an experienced 
player. 


COMMAN i 


Format: Book; 
Number of Play- 
ers: One or Two; 
Playing Time: 
Abour One Hour; 
Complexity: Intro- 
ductory; Stock No: 
3000; Price: $6.00 


STARSHIP COMMAND: Out- thinking, 2. 


Format: Boxed: .- Ouf- isi and E 
Stock No: 5008; 
Price; $22.00 


Star Fleet Battles 
Volume II adds new weap- 
ons to use, new challenges to 
face and new races to command. 
Four new races are featured: the Hy- 
drans, the Andromedans, the Lyrans and 
the WYNs. New battles include three solitaire 
scenarios, six campaign games and 21 other scen- 
arios. New weapons and ships are too numerous to 
mention individually. 

Components include: Commanders Rulebook Volume II, 
SSD Booklet and 324 die-cut counters. 


EXPAND THE CHALLENGE WITH C 
STAR FLEET BATTLES VOLUME | Amari 


TAKE COMMAND WITH 
STAR FLEET BATTLES VOLUME | 


Star Fleet Battles Volume I is a complete starter set for 
gaming in the Star Fleet Universe. Star Fleet Battles cap- 
tures the excitement of individual starship combat in deep 
space. Each player commands one or more starships, allo- 


ae 2. cating the energy available, firing the weapons and plot- 


ting movement. Players must engage and defeat their 


opponents' starships while minimizing damage 
to their own starships. Components include: 
Commander's Rulebook Volume I, 216 
die-cut counters, large map, SSD 
booklet, charts and dice. 


Format: Boxed; Number of 
Players: One or More; Playing 
Time: Variable; Complexity: 
Moderate to Advanced; Stock 
Number: 5001; Price: $22.00 


Format: Boxed; Stock Number: 
5009; Price: $22.00 


| Star Fleet Battles Volume 
| d III allows players to command 
NUM L the decisive battles of the galaxy! 
n^ Features include a major new star-far- 
i usi ing race — the Interstellar Concordium — 
and a new Tholian fleet. New battles include 26 
selections from the General War, the ISC Conquest 
and the Andromedan Invasion. Also included are many 
new systems, starships and game rules. Components in- 
clude: Commander's Rulebook Volume III, SSD Booklet 
and 216 die-cut playing pieces. 


и | THE FINAL CHALLENGE OF STARSHIP COMMAND 
esign Bureau. STAR FLEET BATTLES VOLUME || 


EXPAND THE FRONTIER WITH 
STAR FLEET BATTLES SUPPLEMENTS 


ADD FIGHTERS WITH 
STAR FLEET BATTLES 


SUPPLEMENT # 1 


Supplement #1 adds new 
playing pieces, SSDs and 
rules to recreate full-scale 
fighter actions in Star Fleet 
Battles. Some of the features 
of this product are new fight- 
er designs, advanced multi- 
role shuttles, new fighter 
carriers, rules on dogfight- 
ing and direct-fire drones, 
and five new scenarios de- 
signed especially for fighters. The SSDs include 
ten new ship SSDs and five new "Fighter Group" 
SSDs. 

Components include: 216 playing pieces and 32- 
page booklet. 


Format: Folio; Stock Number: 3003; Price: 


$10.00 


i 


ADD FAST PATROL SHIPS WITH 
STAR FLEET BATTLES 


SUPPLEMENT #3 


Fast Patrol Ships — Mean- 
er than fighters, cheaper than 
starships, but with a punch 
no starship can ignore. Sup- 
plement #3 fully develops | 
fast patrol ship technology. B 
Included are new rules, new 
ship types (PF Leaders and 
Interceptors), Commander's 
SSDs (for an entire PF or In- £ 
terceptor flotilla), eight scenarios and a special PF 
campaign game. 

Components include: 216 playing pieces, 16 
pages of new rules and a 32-page booklet of new 
Commander's SSDs and play aids. 


Brar FLEET BATTLES 


ая PATROL SHIPS 


Format: Folio; Stock Number: 3019; Price: 


$10.00 


ADD X-SHIPS WITH 
STAR FLEET BATTLES 


SUPPLEMENT #2 


Now you can command the 
most powerful ships in the 
Star Fleet Universe — the X- 
Ships. The new, more power- 
ful X-ship technology in- 
cludes: Improved ECM, built- 
in Scout functions, Overload- 
ed and Rapid-Pulse Phasers 
and reloadable Pseudo-Plas- 
ma Torpedoes. Supplement 
#2 provides the necessary 
playing pieces, rules and Commander’s SSDs to 
recreate the battles of the X-ships. 

Components include: 108 die-cut playing pieces, 
32 Commander’s SSDs and 24 pages of new rules 
and scenarios. 


Format: Folio; Stock Number: 3013; Price: 
$10.00 


WIN MORE BATTLES WITH 
STAR FLEET 


TACTICS MANUAL 


Everything you need to know to win at Star Fleet 
Battles. Essays cover the basic tactics for each 
weapon and race. Academy sessions explore ad- 
vanced techniques that will shock your opponents 
and amaze your allies. Learn how to score hits with 
drones, when to lay a web, when to (and when not 
to) launch a wild weasel. 

What are the four things to do before you cloak? 
Which ships are more likely to run out of weapons 
before they run out of power? All of these secrets 
of combat, compiled from top Star Fleet Battles 
players and tacticians, will show you how to sur- 
vive and succeed in starship command. 

Star Fleet Tactics Manual is a 96-page book in- 
cluding many illustrations and diagrams of the tac- 
tics described. 


Format: Book; Stock Number: 3025; Price: 
$10.00; Availability; To be released Summer 
1987. 


` EASIER TO PLAY WITH 
COMMANDER'S SSD BOOKS 


Commander's SSDs ease play by providing all necessary 
charts and tables on the same sheet as the ship. 
All Commander' s SSD Books are $6.00. 


SSD Book #1: Races covered: Federation, Androm- 
edan, Orion and Kzinti; Stock Number: 3005. 

SSD Book #2: Races covered: Klingon, Lyran, Hydran 
and WYN; Stock Number: 3006. 

SSD Book #3: Races covered: Romulan, Tholian and 
Gorn; Stock Number: 3007. 

SSD Book #4: Items covered: Tugs, starbases, battle 
Stations and freighters; Stock Number: 3009. 

SSD Book #5: Q-ships, independent booms and sau- 
cers, special and variant ships; Stock Number: 3016. 

SSD Book #6; Items covered: Space control ships, 
medium carriers and more; Stock Number: 3018. 

SSD Book #7: More ships for Tholians, Gorns, Feder- 
ation, Kzintis and Hydrans; Stock Number: 3020. 

SSD Book #8: More ships for Klingons, Lyrans, Ori- 
ons and Romulans; Stock Number: 3021. 

SSD Book #9: New Commander’s SSDs for all races, 
including 26 completely new ships. Stock Number: 
3023; Availability: To be released Spring 1987. 


MORE CHALLENGES WITH 


CAPTAIN’S LOGS 
All Captain’s Logs are $6.00. 


Captain’s Log #1: “Juggernaut,” a story and multi- 
player scenario, plus 20 other scenarios and diagrams for 
resolving combat in a single hex. Stock Number: 3004. 

Captain’s Log #2: Story, “Refiner’s Fire,” and a scen- 
ario to recreate this battle, plus three new SSDs, 23 new 
scenarios and movement charts for 24, 16 and 8 impulses. 
Stock Number: 3008. 

Captain’s Log #3: Story, “The First Round,” and 
rules to recreate this intergalactic tournament. Also included 
are rules for ground combat and 26 new scenarios. Stock 
Number: 3010. 

Captain’s Log #4: Story, “Where Wisdom Fails,” and 
a mini-campaign depicting the first encounter with the Hy- 
dran Hellbore. Also included are ‘The Consolidated Addenda,’ 
‘The SFB Cross-Index,’ four new scenarios, a second mini- 
campaign and two new SSDs. Stock Number: 3012. 


MORE SHIPS WITH 


STAR FLEET BATTLES 
REINFORCEMENTS 


Four hundred and thirty-two new and additional playing 
pieces to fill out your Star Fleet Battles fleet. Also included 
are five full-color cut-outs of planets. Format: Folio; 
Stock Number: 3014; Price: $7.50 


and REINFORCEMENTS || 


New play aids ‘control charts, specialized energy alloca- 
tion forms and ready reference sheets) and over 200 playing 
pieces of new ship classes introduced since Star Fleet Battles 
Volume Ш. Format: Folio; Stock Number: 3024; 
Price: $7.50; Availability: To be released Spring 1987. 


BATTLE FOR THE GALAXY WITH 


Two gigantic power blocks battle for galactic supremacy. 

Federation and Empire brings you the Galactic War that 
created the battles you’ve played with Star Fleet Battles. The 
starships you have commanded are in Federation and Empire, 
with their individual characteristics, but your viewpoint is 
that of Emperor or Supreme Commander. 

The fast-paced battle system simulates the clash of star- 
ships for an entire sector during a six-month turn. If desired, 
some or all of these battles can be played out using Star 
Fleet Battles, but no prior knowledge of Star Fleet Battles is 
required to play Federation and Empire. 

Components include: Two large, colorful maps; 1080 die- 
cut playing pieces; eight charts; large Rules and Scenario 
Booklet. 


Format: Boxed; Number of Players: Two to Eight; 
Playing Time: From Four Hours; Complexity: Moder- 
ate; Stock Number: 5006; Price: $40.00 

MORE SHIPS WITH 


FEDERATION AND EMPIRE: FLE EI PACK 


More ship couanters of all major ship classes for each race 
— 432 back-printed counters in all. Fleet Pack also includes 
the following 12 player aids: six capital assault charts, each 
designed specifically for a particular race; maps in two sep- 
arate reduced scales for plotting strategy; and four other 
forms to ease record-keeping. 


Format: Folio; Stock Number: 3201; Price: $15.00 


TOTAL WAR 


Advanced rules for Federation and Empire, including addi- 
tions to combat, production, economics and special rules. 
Counters and rules are included to depict the first wave of the 
Andromedan invasion as it arrives in the midst of the Gener- 
al War. Also included are "Fleet Setup" charts to quicken 
play and over four hundred new counters, including the vari- 
ants and new classes that apeeared during the General War. 


Are you ready for Total War? 


NEW BATTLES WITH 
FEDERATION AND EMPIRE: 


Format: Folio; Stock Number: 3202; Price: $15.00; 
Availability: To be released Summer 1987. 


ADD REALISM WITH 


STARLINE 2200 matures 


Starline 2200 Miniatures add a new dimension of 
realism to space combat. These beautifully detailed 
miniatures are faithfully created replicas of star- 
ships in Star Fleet Battles. But they’re far from just 
pretty models. With the rules provided in Star Fleet 
Battles Volume I, they become three-dimensional 
playing pieces, ready for battle. Each starship 
comes with a stand,* a brief history, a detailed 
painting guide and assembly instructions. 


Starline 2200 Miniatures are manufactured by Gray Cat 
Castings. 


* PFs do not include stand. 
START YOUR COLLECTION WITH 


STARLINE 2200 STARSHIPS — BOXED SET 


An ideal starter set for adding the realism of miniatures to Star Fleet 
Battles. Each set includes five starship models: a Federation heavy cruis- 
er, a Klingon D-7 battlecruiser, a Klingon F—5 frigate, a Gorn destroyer 
and a Romulan Warbird. The set also has painting and assembly instruc- 
tions, as well as stands and stand covers for the included models. 

The five ships in the Starline 2200 Boxed Set were chosen for their 
popularity and usefulness in many different Star Fleet Battles scenarios. 


Format: Boxed; Stock Number: 7300; Price: $10.00 


BUILD YOUR FLEET WITH 


STARLINE 2200 — BLISTER PACKS 


THE FEDERATION 


Federation Dreadnought 7010 $4.00 
Federation Heavy Cruiser 7011 $4.00 
Federation New Light Cruiser 7012 $4.00 
Federation Light Cruiser | 7013 $4.00 
] Federation Destroyer 7014 $3.50 
Federation Scout 7015 $3.50 
Federation Tug 7016 $4.50 
Federation Frigate (2) 7017 $5.00 
Federation Carrier" 7020 $6.00 


Federation Starbase* 7025 $8.00 


Federation Heavy Cruiser 


THE KLINGONS 


Klingon B-10 Battleship* . 7040 
Klingon C-8 Dreadnought* 7042 
Klingon D-7 Battlecruiser 7043 
Klingon D—5 Cruiser 7044 
Klingon F-5 Frigate (2) 7046 
Klingon Tug (Carrier)* | 7051 
Klingon PFs (6) 7053 


* Includes Heavy-Duty metal stand. Klingon B-10 Battleship 


STARLINE 2200 — cornues 


THE ROMULANS THE GORNS 
Romulan Condor* 7060 $6.00 Gorn Dreadnought* 7080 $6.00 
Romulan Warbird (2) 7064 $4.00 Gorn Heavy Cruiser 7081 $4.00 
Romulan Sparrowhawk 7071 $4.00 Gorn Light Cruiser 7082 $4.00 
Romulan Skyhawk and Gorn Destroyer (2) 7084 $5.00 
Seahawk! 7073 $5.00 | 
Romulan Sparrowhawk Gorn Light Cruiser 


THE LYRANS THE HYDRANS 

Lyran Lion Dreadnought 7120 $5.50 Hydran Paladin DN 7140 $5.50 

Lyran Cruiser 7122 $4.00 Hydran Ranger 7141 $4.00 

Lyran War Cruiser 7123 $4.00 Hydran Horseman 7142 $4.00 

Lyran Destroyer (2) 7124 $5.00 Hydran Lancer (2) 7143 $5.00 

Lyran PFs (6) 7126 $4.00 Hydran Hunter/Scout (2) 7144 $4.00 
Hydran PFs (6) 7147 $4.00 

Hydran Paladin Dreadnought 


Cruiser 


THE ORIONS THE ANDROMEDANS 
Orion Heavy Cruiser 7181 $4.00 Andromedan Intruder* 7221 $6.00 
Orion Salvage Cruiser 7182 $4.00 Andromedan Satellite 
Orion Raider (2) 7183 $4.00 Ships (3) 7222 $5.50 
Orion Slaver (2)2 7184 $5.00 Andromedan Conquistador 
and Python? 7223 $5.00 
Orion Salvage Cruiser Andromedan Intruder 


ALL RACES 
Small Freighter (2) 7200 $4.50 
Battle Station 7211 $4.00 


THE KZINTIS 
Kzinti Space Control Ship* 7100 


Kzinti Carrier 7101 
Kzinti Escort Carrier 7103 
Kzinti Strike Cruiser 7104 
Kzinti Frigate (2) 7107 
Kzinti Tug! 7108 
Kzinti PFs (6) 7110 


THE THOLIANS 
Tholian Dreadnought 
Tholian Cruiser (2) 
Tholian Patrol Cruiser (2) 7164 
Neo-Tholian Dreadnought 7172 


7160 
7161 


Neo-Tholian Cruiser (2) 7174 


Tholian Cruiser 


THE INTERSTELLAR CON- 
CORDIUM 


ISC Dreadnought" 7250 
ISC Star Cruiser" 7252 
ISC Destroyer and 
Frigate 7256 
ISC Dreadnought 


$6.00 
$4.50 


$5.00 


1 To be released Spring 1987; 2 To be released Summer 1987. 


The Last Thing on 
a Terrorist’s Mind @ 


Delta Force is the role-playing game of a fictional elite 
anti-terrorist commando unit named after the U.S. Speci- 
al Forces Operational Detachment — Delta. Whether it’s | — i 
an assault on a highjacked 727 in Beirut, the rescue of "ro. 

POWS from a jungle camp or the destruction of a secret A-bomb lab i in the Lybian desert, Delta Force is 
trained and equipped to fight the terrorists on their own ground — and win! 

Although fictional, Delta Force is a projection based on the ‘real thing.’ Real weapons, real terrorists and 
realistic situations are featured. Players get a ‘feel’ for what it is like to be a SEAL or SAS commando, or a 
member of any of a number of other anti-terrorist units on a dangerous mission against, for instance, an 
Islamic Jihad target. And the thrill of rescuing hostages from the grips of terror is real as well. 

Delta Force emphasizes action, playability, weaponry and player/referee interaction. The referee moder- 
ates play and directs the actions of the terrorists, while players direct the activities of Delta Force members. 


Designed by William H. Keith, Jr. 


Delta Force — Basic Set 


Included in the Delta Force Basic Set is a 48-page rulebook, a 40-page ‘Warbook’ (with statistics for 
weapons and equipment and background on terrorist groups and anti-terrorist units), a 32-page scenario 
book, dice and a Referee's Screen. In the scenario book, three fully described missions await the activa- 
tion of your team: “Operation Red Thunder’ (an introductory scenario in which players rescue hostages 
from a U.S. Army PX in Germany), "Operation Lightning" (in which hostages are rescued from a 747 air- 
liner at Beirut Airport) and "Operation Swiftsure" (in which the arch-terrorist, Abdul Abu Jihad, must be 
captured from his headquarters in Moslem West Beirut). The Warbook contains sufficient background in- 
formation to create many other missions for a Delta Force team anywhere terrorism may strike. 


Format: Boxed; Number of Players: Referee Plus One or More Players; Playing Time: Variable, from Three Hours; 
Complexity: Moderate to Advanced; Stock Number: 4501; Price: $16.00 


Delta Force Companion 


The Delta Force Companion includes a rulebook section, a Warbook section and a scenarios section. The 
rulebook section adds many new rules for new skills and activities for your Delta Force team, including 
Strategic Operations, SCUBA, Heavy Weapons, Espionage, Using Vehicles and more. The Warbook sec- 
tion adds descriptions of countries afflicted with terrorism (or actively supporting it), an update on terrorist 
agencies and individuals and, of course, numerous listings for new weapons, equipment and vehicles. 
Finally, the scenario section provides three short, one-nights'-gaming missions to help your De/ta Force 
team hone its skills. 


Format: Book; Stock Number: 4504; Price: $10.00; Availability: To be released Summer 1987. 


YOUR NEXT MISSION... 


Delta Force Modules 


Your Team has the 
go- ahead to stop 


l'error at Sea 


The cruise liner Nep- 

tuno is hijacked in the 
Mediterranean, with its 
passengers and crew. 
Your Navy SEAL team 
must rescue the hostages 
and capture the terrorist 
leaders. 
» Terror at Sea includes 
-~ four pages of new equip- 
ment, full diagrams of 
the ship, HALO rules 
and more. 


Format: Folio; Stock Number: 4502; Price: $8.00 


Disarm Gadhafi's A-Bomb in 


Desert Sun 


Israeli intelligence 
reports that Libya 
is buildinganatom- 
ic bomb in a secret 
desert lab. A Delta 
Force team (with 
help available from 
the Sayaret Mat- 
kal) must defuse 
this potentially cat- 
astrophic terrorist 
weapon. This new 
Delta Force mod- 
ule, Desert Sun, in- 
| cludes suggestions 
for additional missions in Libya, desert survival 
training, new weapons and equipment and more. 


Format: Folio; Stock Number: 4503; Price: 
Availability: To be released Spring 1987. 


$8.00; 


All the excitement, drama and action of the TV 
cop shows — but you wear the badge. 

Crime-Fighter is an action-packed role-playing 
system of police action and drama. Whether it's an 
armed robbery in progress at a liquor store or a 
crime boss that must be brought to justice, you'll 
be there “Code 3." 


d 


Designed by Aaron Allston. 


Crime-Fighter 
(Basic Set) 


Everything you need to start your police career! The 
rulebook includes all the necessary sections on character 
design, movement (characters and vehicles), and combat, in 
addition to an extensive ‘Sourcebook’ section on police 
procedures, a campaigning section for gamemasters and two 
full, ready-to-run ‘episodes.’ 

Your characters can drive into a ‘crime in progress’ with 
the map and die-cut counters included. The map is designed 
to cut apart and reassemble for many different crime scenes. 


Format: Boxed; Number of Players: Referee and One 
or More Players; Playing Time: From Two Hours; 
Complexity: Introductory to Moderate; Stock Num- 
ber: 2501; Price: $16.00; Availability: To be released 
Spring 1987. 


CrimeWave 


The Syndicate is under new management, and all hell is 
breaking loose in your precinct. The streets are teeming with 
drugs, gang fights and random violence. 

CrimeWave is a module for two to six characters, with six 
episodes, each of which is playable in one evening. Also in- 
cluded are new rules for crowd situations, fires and explos- 
ives, guidelines for crime syndicates and a new mapsheet. 
Format: Folio; Stock Number: 2502; Price: $10.00; 
Availability: To be released Summer 1987. 


erÁer 


S TARF IRE (Basic Set) 


Starfire is a game of battles between fleets of space war- 
ships. Each player commands a fleet of starships, moving 
the ships and firing their weapons. Conflicts are decided by 
the way players deploy and use their fleets as well as by the 
weapons the starships carry. 

The unique Starfire system allows players to maneuver 
large fleets without sacrificing quickness of play. Starships 
are moved without pre-plotted orders. Weapons are fired and 
damage is determined with one quick dieroll. As damage 
occurs, it is checked off on a list of the systems for a partic- 
ular starship. 

Components include: A 32-page rulebook, 216 die-cut 
playing pieces, a map, dice and a reference card. 


Format: Boxed; Number of Players: Two or More; 
Playing Time: From Thirty Minutes; Complexity: In- 
troductory; Stock Number: 1031; Price: $14.00. 


NEW EMPIRES 


Galactic Conquest! With fleets of imperi- 
al starships at your command, your race 
begins the fight for riches and control of a 
new empire. 

New Empires is a strategic companion є 
for use with the Starfire starship combat | 
game. Each player manages the economy 
and the military forces of an empire seek- СЕ 2 
ing greater wealth and a dominant position in the emm 

Components of New Empires include: A 40-page rule- 


book, 108 die-cut playing pieces, and a large "star system" . 


map. 


Format: Folio; Stock Number: 1032; Price: $12.00 


4% 


fetched” future! 


THE GORM- 
KHANATE WAR 


Invasion! Beginning with the “En- 
counter at Orman,” a war with a previ- 
ously unknown race, the Gorms, quick- 
ly engulfs the already battered Khanate 
of Orion. 


The Gorm-Khanate War adds new сыза mer rules 
that expand on both Starfire and New Empires. It also adds a 
new race, including new playing pieces, and a campaign 
game that uses the full potential of both Starfire and New 
Empires. 

Components include: A 40-page rulebook, two Campaign 
booklets and 108 die-cut playing pieces. 


Format: Folio; Stock Number: 1033; Price: $10.00 


TERRA-FIRE 


Starfire/New Empires comes to Earth! 

Now you can attack a planet with surgical accuracy and at- 
tempt to capture its economic targets intact. Terra-Fire pro- 
vides the link from space to ground and includes a much 
more detailed system for planetary combat. 

A system-level campaign centered around the assault of 
two major, heavily defended planets is featured. Also includ- 
ed are several new technologies useful for planetary assaults 
and near-space operations. 

Components of Terra-Fire include: A 32-page rulebook, 
108 die-cut playing pieces and a map of near-space. 


Format: Folio; Stock Number: 1034; Price: $10.00; 
Availability: To be released Summer 1987. 


Recreate the struggle for control of the world in the “far- 


Hordes of hideous Mutants led by evil, near-human Controllers swarm across the 
planet. Nearly 2000 years after the “Great Fire,” a genetically pure man, Max Hetler, 


| Components include: 84 die-cut playing pieces; a large, colorful map; a rulebook and 


/ has come forward to lead а crusade against the Mutants. 
4th Reich is a two-player game, but also includes rules for solitaire play. 
А фсе 


4th Reich is based on the book, The Iron Dream, by Norman Spinrad. 


Format: Boxed; Number of Players: One or Two; Playing Time: Two Hours; 
Complexity: Introductory; Stock Number: 2014; Price: $10.00 


AutoVentures are role-playing mod- 
ules and accessories for all popular 
auto-combat systems; for example, 
Car Wars,™ Battlecars,“ and Highway 
2000." AutoVentures are designed by 
Aaron Allston (Crash City," Autoduel 
Champions, etc.). 


Car Wars and Crash City are trademarks of Steve Jackson Games, Inc; Battlecars is a trademark of Games Workshop Ltd; High- 
way 2000 is a trademark of Threshold Games. s. Ve E UE 


GAME-MASTERED MODULES: 


In the jet-set world of Grand Prix racing, 
2012, the cars are faster and sleeker — and 
far more deadly. A game-mastered adven- 
ture for two to eight players. 


Stock Number: AV1001; Price: $5.00 


Elite Zeppelin-borne Aerocycle comman- 
dos plunge into action to silence a crazed, 
charismaticcultleader. А game-masteredad- 
venture for two or more players. 


Stock Number: AV1003; Price: $5.00 


SOLO MODULES: 


A gunslinger heads into the badlands to 
rescue a "princess" held captive by a 
monstrous warlord. You are badly ad^ 
outnumbered, but well equipped. 


Stock Number: AV1002; Price: $5.00 


Your fare has just led you into 
HERS 


the no-man's land of the “Old City” b | 


and pulled a sub-machine gun on 1 e | py um | 
you. Even if you overpower him, you’ll be alone in the дап- % г ав сай 
gers of the Old City. е 


Stock Number: АУ 1005; Price: $5.00 t ~ 
The Gauntlet — A commercial training ground 


for auto-combatants. Take your own vehicle, select 
the level of difficulty, and attempt to survive a gauntlet of hazards and enemies. 


Stock Number: AV1006; Price: $5.00 


AUTO-COMBAT Accessory: THE ROAD 


A colorful, durable and flexible playing surface for all auto-combat games. The Road includes fifteen 8- 
by 8-inch geomorphic road sections and fourteen 2- by 8-inch sections to customize the main road sec- 
tions. Sections include: 2- and 4-lane roads, intersections, curves and more. 


Stock Number: AV1004; Price: $5.00 


All-System "m 
Game-Masters’ Aids 


ЈАМА ИЗ | for al Fantasy Role- 
S Series Playing Systems. 


All Catalyst Series products are presented without game mechanics 
of any kind — the nature of things, their causes and effects, person- 
alities of people, and everything else vital to good gaming are fully 
and thoroughly described. Game-masters need only supply the appro- 
priate game statistics to the people, places and devices described to 
adapt them easily into their games. 


[waza] 
x ~, 


МА ~ 4 А |. 


è A 


Are your adventurers having a bad day? Make it worse with: 


s Traps 


Now — at your fingertips (but beware tainted 
pages) — a four-volume collection of traps to try 
your adventurers’ souls and mangle their bodies. 
Each volume contains 101 devious devices, fiend- 
ish snares, annoying misdirections and other con- 
demnable calamities from Grimtooth the Troll. 
No longer will those disgusting Heroes return 
from an adventure without some real misery. 


#8501: Grimtooth’s Traps 
#8502: Grimtooth’s Traps Too 
#8503: Grimtooth’s Traps Trey 
(Release Date Not Yet Determined) , 
#8504: Grimtooth’s Traps Fore 


a 
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The Hole-Delver's Catalog 


Are you tired of going into a shop and finding a sword, a shield, a pack, — у . БЕ 
а tent, an-other generic piece of equipment? Wouldn't it be nice to get ГКД: Д 
hold of something special for a change? 

Then, ladies and gentlemen, you need the handy Hole-Delver' s Catalog! 
It’s chock full of notions you've never seen before and never even knew 
you needed...until now, that is! An almost unbounded supply of unique 
and utilitarian items — some of them useful! Your satisfaction guaranteed 
or...or...or else! 


RIPCO™ | 
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Hole-Delver' s Catalog: Not just a catalog — it's an adventure! 


^ 


Stock Number: 8531; Price: $10.00; Availability: To Бе 
released spring 1987. 


Аге your adventurers bored with ‘hack-and-slash’ delving? 
= pup Таке them to the streets with: 


 CitybooKs 


For action-packed role-playing, for exciting encounters with peculiar 
people, for unexpected adventures and unforeseen complications, the 
establishments and NPCs found in the award-winning Citybooks are 
right up your alley! 


Citybook I: Butcher, Baker, Candlestick Maker. Twenty-five fully described 
business establishments. Stock Number: 8511; Price: $15.00. 

Citybook II: Port O' Call. Features twenty-two fully developed seaside busi- 
nesses. Stock Number: 8512; Price: $10.00. 

Citybook III: Deadly Nightside. The Citybook series continues with a jour- 
ney into the alleys and byways of the seamy section of the city. Stock Number: 
8513; Price: $10.00; Availability: To be released Spring 1987. 

Citybook IV: On the Road. The people and places your adventurers will en- 
counter in the wild lands between your cities and villages. Stock Number: 
8514; Price: $10.00; Availability: To be released Summer 1987. 


Treasure Vault SuperCity 


The Crossover Chronicles 


What Super-Hero Wants a Dull Adventure? 
Now, from the creators of the award-winning City- 
book fantasy series, comes a city of super-adventure. 
Ў Here you will find NPCs and establishments to enrich 
S || “| your super-hero world. 
| The Crossover Chronicles will provide plots, vil- 


A compendium 
of 26 unusual 
items. Includes 
weapons, jew- Zr, =. 

~ QE " z а a 
elry and more. a» МЫ Ne Ye 


WW lains, villanous gangs, exciting locations and every- 

Each item is thoroughly described, and includes | thing else you'll need to weave the Chronicles into 
scenario suggestions. your own campaign world. 

Stock Number: 8520; Price: $7.00 Stock Number: $8601; Price: $10.00; Availability: 


To be released Spring 1987. 


A raging torrent has just spit you out on a thin peninsu- 
la with only your clothes, a soggy torch and three feet of 
rope. There are alligators lurking in that powerful current, 
and a waterfall around the bend. The only land access is up 
a steep hill — and as you look up, you see the Yomama 
Bengal Halbard Headhunters riding down the slope, sing- 


. d th yrs ~ Be = ~ e ea T x 
ing your deathsong. JJe зо vou vo 1? Nh - 
What do you do? What do you do? "la ГУЛУ) WHAT DO YOU DO 172 Wy 


Stock Number: 8541; Price: $10.00; Availabil- hyp » 
ity: To be released summer 1987. Read ‘Tricks of the Trade, of course! 
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RECREATE THE BATTLES OF HISTORY 


BATTLEWAGON 


Battlewagon captures the ex- 
citement of surface naval com- 
bat in a fast and easily played 
game. 


Battlewagon covers the entire 
M “Dreadnought era,” including both 
ad World Wars. Features include data 
on all major classes of the battleships to destroyers 
belonging to all major powers, simultaneous move- 
ment and firing, and ten historical scenarios. 


Format: Pouch; Number of Players: Two or More; 
Playing Time: Two Hours; Complexity: Moderate; 
Stock Number: 2011; Price: $10.00. 


DUNGEON Poen 
TILES L 


Display your dungeon with E, 
these handy floor tiles! 


Now you can show a player where 


IN FRANCE 


| | MUSRETEERÉ | 
e» 


Swashbuckling Adventure... Daring 
Bravado... The Fight for Glory and Honor 
as the Three Musketeers! 


Musketeers recreates the adventures in 17th Cen- 
tury France of Alexandre Dumas' The Three Mus- 
keteers. Features of this game include step-by-step 
rules, special “Hollywood-style” derring-do rules, 
eight different scenarios and solitaire playability. 


Format: Boxed; Number of Players: One, Two or 
Three; Playing Time: From One Hour; Complexity: 
Introductory; Stock Number: 2009; Price: $10.00 


ARMOR AT 
KURSK 


Hitler’s Last Chance! The Battle of 
Prochorovka — The Largest Tank 
Battle in History — July 11, 1943. 


HITLER’S 


his character is in a dungeon adventure, 
without giving away what lies ahead. 
Dungeon Tiles includes 72 full-color 
two-and-a-half-inch square pieces for 
corridors, stairways and small rooms, 
plus six large rooms and 108 die-cut 
playing pieces for dungeon objects. 
For any fantasy role-playing system. 


Format: Boxed; Stock Number: 
2004; Price: $5.00 


In early August, 1944, Hitler gather- 
ed all available Panzer Divisions in a 
desperate attack to cut the Allied posi- 
tion in two and regain the offensive in 
France. Counterstroke in France is a 
battalion-level simulation of this his- 
torical battle. 


Format: Boxed; Number of Play- 
ers: Two; Playing Time: 2 Hours; 
Complexity: Moderate; Stock 
Number: 2010; Price: $10.00 


An operational/battalion-level simu- 
lation of this crucial battle on the East- 
ern Front. Game features include detail- 
ed artillery rules and no zones of con- 
trol to duplicate the savage and free- 
wheeling armored battle. 


Format: Boxed; Number of Play- 
ers: Two; Playing Time: 2 Hours; 
Stock 


Complexity: Introductory; 
Number: 2002; Price: $5.00 


THE EAST WIND RAIN CO. 


EAST 
WIND 
RAIN 


A true strategic simulation of 
the Pacific War, 1941-1945. 
Players command both the mili- | 
tary forces and war economies of Less E 
the U.S.A., Japan, Great Britain, China and Aus- 
tralia and battle across a map stretching from India 
to Pearl Harbor. Components include: 800 playing 
pieces, charts, large map and rulebook. 


Format: Boxed; Number of Players: Two to Six; 
Playing Time: From One Hour; Complexity: Moder- 
ate; Stock Number: 2015; Price: $35.00. 


VICEROUS © 


Explore new lands, loot native em- 
pires, plunder treasure fleets, build an 
empire. This is only a taste of what 
awaits you in the world of Viceroys! 

Viceroys! is a game of world explor- |. 
ation, colonization, conquest and ex- 
ploitation by the Europeans in the Age 
of Discovery. Economic and military : 
competition, political treachery and the race for new discover- 
ies are featured in this highly playable and interactive game. 

Components include: Large, colorful period map, 432 die- 
cut playing pieces, 96 event and personality cards, reference 
card, large rules and scenario book and dice. 

Format: Boxed; Number of Players: One to Seven; 


Playing Time: From Four Hours; Complexity: Moder- 
ate; Stock Number: 2016; Price: $35.00. | 


PEOPLE'S 
WAR GAMES 


THE COSSACKS 
ARE COMING! 


The  Tannenberg Cam- 
paign, 1914. Three Russian 
armies are massed against east- | 
ern Prussia, faced by one small } 4 
but magnificently led and equip- 
ped German Army. 


Stock Number: PG004; Price: $20.00 


AACHEN 
Storming the Siegfried 
Line, Sep. — Oct. 1944. | 
The U.S. 1st Army must crack | 
the West Wall and survive the 
counterattack of the Panzers. 
Stock Number:  PG005; 
Price: $25.00 


GAZALA 
In 1942, Rommel’s Panzer | 
Army, Das Afrika Korps, races 
around the British 8th Army’s 
fortified Gazala line, opening 
the door to Tobruk and Egypt. 
Stock Number: PG006; 
Price: $25.00 


"The Cossacks 
Bee ии 


TO THE WOLF'S LAIR 


East Prussia, 1945. 

The Soviets drive to cut off | 
massive German forces around МЕ 
Konigsberg and to secure the MB 
northern flank of the Drive for 4 
Berlin. 


Stock Number: PG007; Price: $20.00 


DUEL FOR KHARKOV 


A divisional/regimental- 
level simulation of von Man- 
stein’s backhanded blow 
after the disaster of Stalin- 
grad and Soviet Offensive’s 
Leap and Star, February 
through March, 1943. + 

The game includes a rulebook with six scenarios, 
two large, colorful maps and 800 playing pieces. 


Number of Players: One to Six; Playing Time: 
From Six Hours; Complexity: Advanced; Stock Num- 
ber: PG008; Price: $35.00. 


BACK 


NEXUS issues 


Most issues of Nexus are still available, but some quanti- 
ties are limited. Don't miss out on the many valuable 
articles, strategy hints, new scenarios and more in each is- 
sue. Prices are $2.50 for issues 42-47, $3.00 for issues #8- 
415, and $3.50 thereafter. 


Nexus #2: Articles include “The Fourth Interstellar War" 
and “Firepoint Five" for Starfire; "The Stasis Box” and “Kling- 
on Battlecruisers” for Star Fleet Battles; and “Panzers at 
Kursk" for Armor at Kursk. 

Nexus #4: Articles include: Q-ship SSDs, "Assault on a 
Starbase: Revisited” and “Destruction of the Wolfpack” for 
Star Fleet Battles and “The Gauntlet” for Starfire. 

Nexus #5: Articles include: “Kursk As It Could Have 
Been” for Armor at Kursk; and “Standard Tournament Rules,” 
“The Border Incident — A Scenario” and SSDs for the Kzinti 
CC and Klingon D-7C for Star Fleet Battles. 

Nexus #6: A Star Fleet Battles Special Issue. Articles in- 
clude: A Timeline for Starfire; “Battle of San Bemadino 
Straits” for Battlewagon; and "Lyran Space,” “Glory of the He- 
roes” (fiction), “SFB Play-by-Mail System" and “Painting 
Kzinti Ships” for Star Fleet Battles. 

Nexus #7: Articles include: “A Stone’s Throw” and “Kzin- 
ti Ship Names" for Star Fleet Battles; and “The Drolian Con- 
quest” and “Ship Maintenance Costs” for Starifre. 

Nexus #8: Articles include: “Patrol” and “Federation Ship 
Names” for Star Fleet Battles; and ‘Timeline: The Russian 
Campaign” for History of the Second World War. 

Nexus #9: Articles include: “Painting Your Battlestation” 
for Starline 2200; “War Cruiser Conversion" and “Frontier 
Patrol” for Star Fleet Battles; and “Incidents from the First In- 
terstellar Маг" for Starfire. 

Nexus #10: Articles include: “Shipyard Report — Romu- 
lan Ship Names,” “Report by Tiercellus” and “Advanced Board- 
ing Parties” for Star Fleet Battles; “Terran Military Services” 
for Starfire; and “The Eastern Front" for History of the Second 
World War. 

Nexus #11: Articles include: “Gorm Ship Names,” “First 
Command” and “The Bargentine Campaign” for Star Fleet Bat- 
tles; “The Finnish War” for History of the Second World War; 
"The Brawl” for Musketeers; and “The Corsairs of Tangri” for 
Starfire. 

Nexus #12: Articles include: “Hydran Ship Names,” “A 
Warrior’s Death” and “Cadet Training Manual” for Star Fleet 
Battles; “Operation Barbarossa" for History of the Second 
World War; and “Rigelian Racial Profile” for Starfire. 

Nexus #13: Articles include: “Lyran Ship Names,” “Lyr- 
an Democratic Republic,” “Checklist for Combat” and two 
LDR SSDs for Star Fleet Battles; “High Gravity Turns” and 
“The Arachnid Hegemony” for Starfire; “Pacific Nights” for 
Battlewagon; and “Air Strategy" and “Warplans West" for His- 
tory of the Second World War. 

Nexus #14: Articles include: “Pirates: Scourge of the Gal- 
axy” and “Last Stage Out of Dodge” for Starfire; “Switzerland 
in WWII” for History of the Second World War; “The Convoy 
That Died" for Battlewagon; “Storm in the Pacific" for East 
Wind Rain; “Expanded 4th Reich” for 4th Reich; and “Orion 
Ship Names,” “The Drone Module" and “The Plasma Module" 
for Star Fleet Battles. 

Nexus #15: Articles include: “Crasher Force" and “Plan- 
ets and Their Moons" for Starfire; "First Strike" for East Wind 
Rain; "Komandorski Islands” for  Battlewagon; “Operation 
Flashback" for Delta Force; and "Painting Tholian Ships," 
"Tholian Ship Names," "The Academy: Webs and Web Cast- 
ers" and “Energy Balance Due to Damage” for Star Fleet 
Battles. 


(NEXUS 


THE GAMING CONNECTION 


edil. 


Don't miss the many articles on your favorite Task Force 
cames — subscribe to Nexus! 


Each issue of Nexus includes many feature articles emphasizing 
new play situations for your favorite Task Force game: new scen- 
arios, strategy tips, variants and more. Regular sections are included 
for Starfire, Historical games, Delta Force and, beginning with issue 
#16 or #17, Crime-Fighter. A large Star Fleet Universe section, writ- 
ten by the Amarillo Design Bureau, is also included in each issue. A 
variety of other Task Force games are also featured periodically. 

More than just a magazine, Nexus is our communication connec- 
tion, with official game errata and addenda and announcements of 
upcoming releases. 
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[] Four issues (one year) for | 
LZ $8.00 ($1.50 off each issue — a 
NEXUS — ^57 
| 
| 
: 


i C] New Subscripti 
THE GAMING CONNECTION ТЕТ 
i [ ] Extension. 
Name: ——————————————————————————— Canada: Please add $1.00 per is- 
. sue for additional postage (four is- 
| Address: ——— ~ sues: $8.00 Фф $4.00 роѕіаре = 
- CIE A— ——|—— 00 Zip: — $12.00). Remit in U.S. funds only. 1 
Overseas: Air Mail only. Please 
| Mail this form, along with check or money order, to: add $4.00 per issue for additional 
Nexus Magazine postage costs (four issues: $8.00 + | 
: 1110 N. Fillmore $16.00 postage = $24.00). Remit | 
Amarillo, TX 79107 in U.S. funds only. 


